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CLAIMS 

The invention is hereby claimed as follows: 

1 . A gaming device comprising: 

a plurality of non-target values and at least one target value; 

at least one sound effect associated with at least one non-target 
value, said non-target value being/ within a certain numeric proximity to the 
target value; 

means for providing said sjbund effect; and 

means for generating said non-target values and said target values, 

whereby when the value generating means generates a non-target 
value associated with a sound/ effect, the sound effect providing means 
provides said sound effect. 



2. The gaming device of Claim 1, wherein the numeric proximity 
includes a set of non-target values, each of which are closer to the target 
value than at least one other non-target value. 

20 3. The gaming device ofl Claim 1, which include different sound effects 
associated with different non-target values. 
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4. The gaming device of Claim 1 , wherein the target value is a number 
of movements made by a symbol. 



□ 



5. A gaming device comprising: 
5 a plurality of non-targets and at lefest one target; 

a display device adapted to display the non-targets and target; 

means for selecting the non-targets and target; 

at least one sound effect associated with at least one non-target 
which is within a certain proximity to a target; and 
1 0 means for providing said sound effects, 

whereby when the selecting mean? selects a non-target associated 
with a sound effect, the sound effect providing means provides said sound 
effect. 

15 6. The gaming device of Claim fe, wherein the numeric proximity 
includes a set of non-targets, each of which are located closer to the 
target than at least one other non-target. 



7. The gaming device of Claim 
20 effects associated with different non-targets 



5, which includes different sound 



8. A gaming device comprising: 



23 



1X1 



10 



20 



a plurality of non-pitfall values and at 



least one pitfall value; 



at least one sound effect associate^ with at least one non-pitfall 
value, said non-pitfall value being within 3 certain proximity to the pitfall 
value; 

means for providing said sound effefct; and 

means for generating said non-pitfa I values and said pitfall values; 

whereby when the value generating means generates a non-pitfall 
value associated with a sound effect, tJp sound effect providing means 
provides said sound effect; 



The gaming device of Claim 



includes a set of non-pitfall values, each of which are closer to the pitfall 



value than at least one other non-pitfall 



15 10. The gaming device of Claim 



effects associated with different non-pi fall values. 



/wherein the numeric proximity 



value. 



, which includes different sound 



11. A gaming device comprising: 
a plurality of non-pitfalls and at 



east one pitfall; 



a display device adapted to display the non-pitfalls and pitfall; 
means for selecting the non-pitfalls and pitfall; 
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at least one sound effect associated with at least one non-pitfall 
which is within a certain proximity to a pitfall; and 
means for providing said sound effects; 

whereby when the selecting means selects a non-pitfall associated 
5 with a sound effect, the sound effect providing means provides said sound 
effect. / 
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12. The gaming device of Claim fl1, wherein the numeric proximity 
includes a set of non-pitfalls, each of (which are located closer to the pitfall 
10 than at least one other non-pitfall. 



13. The gaming device of Clairji 11, which includes different sound 
effects associated with different non-pitfalls. 



Q 



15 14. A gaming device comprising: 
at least one desired outcome; 

a plurality of undesired (jutcomes, where at least one undesired 
outcome is associated with at least one sound effect; and 

means for providing the sound effect, 
20 whereby, after an undesi ed outcome is generated at least once, 

the sound effect providing mearjis provides the sound effect associated 
with said undesired outcome. 
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1 5. The gaming device of Claim 



14, whic 



effects associated with the number of times 



generated. 



h includes different sound 



an undesired outcome is 



16. The gaming device of Claim 14, which includes a plurality of 
undesired outcomes, and a sound effect associated with each undesired 
outcome. 

10 17. The gaming device of Claim 16, whbrein the sound effects 



associated with each undesired outcome 



1 8. The gaming device of Claim 14, 
adapted to display the desired outcome 



wliich includes a display device 
undesired outcomes. 



and 



19. A method of operating a gaming device comprising the steps of: 

(a) initiating a primary game or Donus round; 

(b) providing a plurality of non-tjarget values and at least one 
target value; 

(c) generating at least one non- arget value; and 

(d) generating a sound effect when the generated non-target 
value is within a certain proximity to a target value. 



re different. 
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20. The method of Claim 19, which includes the step of providing a 
proximity which includes a set of non-target values, each of which are 
closer to a target value than at least one other non-target value. 



21 . The method of Claim 19, which includes the step of varying the 
sound effect with the varying proximity of a generated non-target value to 
a target value. 



22. A method of operating a gamim 



device comprising the steps of: 



or bonus round; 

^-targets and at least one target; 



(a) initiating a primary game 

(b) displaying a plurality o 

(c) causing at least one ndrtoa>get to be selected; and 

(d) generating a sound effejct when the selected non-target is 
within a certain proximity to a target 



23 The method of Claim 22, whi 
proximity which includes a plurality 
closer to a target than at least one 



h includes the step of providing a 
of non-targets, each of which are 
other non-target. 



24 The method of Claim 22 which includes the step of varying the 
sound effect with the varying proximity of a selected non-target to a target. 
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25. A method of operating a gaming device comprising the steps of: 

(a) initiating a primary game or b Dnus round; 

(b) providing a plurality of non-pitfall values and at least one 
pitfall value; 

(c) generating at least one non-p tfall value; and 

(d) generating a sound effect whun the generated non-pitfall 



value is within a certain proximity to a pitfa 



10 26. The method of Claim 25, which includes the step of providing a 



proximity which includes a set of non-pitfja 
closer to a pitfall value than at least one ol 



value. 



lvalues, each of which are 
er non-pitfall value. 



27. The method of Claim 25, which incl jdes the step of varying the 
1 5 sound effect with the varying proximity of £ generated non-pitfall value to a 
pitfall value. 



28. A method of operating a gaming 

(a) initiating a primary game or 

(b) displaying a plurality of non- 

(c) causing at least one non 



device comprising the steps of: 
Donus round; 

Ditfalls and at least one pitfall; 
to be selected; and 



pitfall 



/ 
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(d) generating a sound effect when the selected non-pitfall is 
within a certain proximity to a pitfal . 

29. The method of Claim 28, which includes the step of providing a 



5 proximity which includes a plurality 



to a pitfall than at least one other non-pitfall. 



of non-pitfalls, each of which are closer 



30. The method of Claim 28, 
sound effect with the varying 



which includes the step of varying the 
proxinfiity of a selected non-pitfall to a pitfall. 



31 . A method of operating a gaming 

(a) providing a plurality o 
least one possible desired outcome 

(b) causing an undesired 

(c) generating a sound effect 
occurs. 



device comprising the steps of: 
possible undesired outcomes and at 



outcome to occur; and 

when said undesired outcomes 



32. The method of Claim 31 , whtch includes providing a plurality of 
possible undesired outcomes and providing a sound effect associated with 
20 each such sound effect. 
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the step of generating said sound 
ffects when a predetermined 



i3 

! a * 
: : ; 



33. The method of Claim 32, wherei 
effects includes generating said soun 
number of undesired outcomes occu 
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